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ABSOLUTE ADDITION. 


Trying to find new video games? Here’s the 
answer six exciting new cartridges from 
Absolute Entertainment? 


Best of all, they’re specially designed for 
the 7800 system. That means outrageous 
animation and super graphics. Plus they’re 


F-18 Hornet,” Kung-Fu Master? Pete Rose » from Absolute Entertainment, your dedicated 
Baseball? Skate Boardin’? Title Match"_^^^^k = _^ supplier of Atari* games, 
and Tomcat— add ’em all up Tb add these great new games to 

and you’ve got the best new 7800” your collection, see your local retailer 

games on the market. [ABSOLUTE! or call 1-800-227-69"" 
















32 Puzzlers 



26 Super Breakout Jr. Pac-Man 
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LZ' Where is my free Game Suggestic 

game? 


Game Suggestions 


2600 Desert Falcon 

Dear Editor: 

Is Desert Falcon available for the 
Atari 2600? 

Brian Westermann 
Southgate, MI 

It sure is; it is game number 
CX26140, list price $18.00. You'll 
find a complete list of currently 

Next issue we'll have a list of all the 


Tricky 4th Tower 

Dear Editor: 

I’m stuck at the beginning of 
Tower 4 (Slippery Slide). I get up 
the four stairs, across the two bounc¬ 
ing cubes, and up the first elevator to 
where it gets slippery. I then shoot 
the two flashing blocks and get to 
the second elevator with one flash¬ 
ing block above it, but I can’t get get 
any further. Help! 

John Kish 

Chestnut Ridge, NY 
That flashing block is tricky. The 
way to get rid of it is to shoot to the 
right at the top of the first elevator. 
Then you can go on. 


Thanks for the cards and 



tor, Atarianm , 7 Hilltop 
Road, Mendham, NJ 07945. 


Dear Editor: 

When I got my Atarian Club 
membership kit, you didn't include 
the free game promised in the flyer. 
How do I get it? 

Henry Mitchell 
Hardeeville, SC 

To get your free game, you must 
send proofs of purchase (UPC bar 
code from bottom of box plus cash 
register tape showing price paid) for 
two other Atari games, the game 
{name and system) that you want, 
your Atarian Club membership 
number, and your name and address 
to Atari Corp., Dept. AC, P.O. Box 
61657, Sunnyvale, CA 94088. 

Each member is entitled to re- 

one for every two that you buy). 


%%%%%%%%%%%% 
Where to get 
games? 

We own an Atari 7800 but the 
stores in our area don't seem to carry 
the new games for it. Is there any 
way that I can buy games directly 
from Atari? 

Chesapeake, VA 

In general. Toys R’ Us, Child 
World, Kay Bee, Lionel, and other 

games. Many titles are also avail¬ 
able from advertisers in this maga¬ 
zine such as BRE Software. You can 
also buy games directly from Atari 
Corp., Dept. AC, P.O. Box 61657, 
Sunnyvale, CA 94088. If you need a 

get one by sending a self-addressed 
stamped envelope to that address. 


in my opinion, the Atari 7800 
walks all over the Nintendo game 
system, especially when it comes to 
the controllers. However, I would 
like to see more games for the 7800, 
ones like Smurf Rescue, Dragon's 
Lair, Gauntlet, Paperboy, Q*bert, 
Zaxxon, Gradius, Life-Force, Min¬ 
er 2049’er, and Super Mario Bros. 

I really like Atarian and the Atar¬ 
ian Club and I hope they last a long 

Vic George 
Westfield, MA 


Many readers have written in 
with suggestions for new games and 


ri systems and we've passed 
those suggestions along to the head 
of Atari’s video game division. 
Many factors must be taken into 
unt when deciding on new 

For example, is the game within the 
capabilities of the system, how long 

many can be sold? Your letters are 
helpful—keep them coming. 
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send a postcard listing your top five favorite games to The 
Atarian, Top Games, 7 Hilltop Rd„ Mendham, NJ 07945. 


2600 Video Game System 



2. Donkey Kong, Jr. 

3. Super Football 

4. Dark Chambers 

5. Donkey Kong 

6. Ms. Pac-Man 



7800 Video Game System XE Game System 



3. Ms. Pac-Man 

4. Donkey Kong 

5. Donkey Kong, Jr. 

6. Touchdown Football 

7. Tower Toppler 



8. Impossible Mission 

9. Crack’ed 

10. Fight Night 


3. Crime Buster 

4. Fight Night 

5. Ace of Aces 

6. Donkey Kong, Jr. 

7. Airball 

8. Dark Chambers 
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S ports fans, you’re not going to believe the fun, 
excitement, and playability of Super Football. It 
is more fun than virtually any other video foot¬ 
ball game I’ve ever played—high-end computer games 


From far above the defensive endzone, you look 
downfield over the shoulder of your own quarterback, a 
viewing perspective that produces a very convincing 3- 

On each down, you have a choice of nine different 
offensive and defensive plays. On the offense you can 

punt, or field goal. The defense consists of appropriate 
plays to counter those of the offense, including a blitz. 

In addition to the different plays, you can choose 
from four pattern selections, which determine the ac¬ 
tions of the various players on your team. You control 
one player on your team, and the pattern selection 
determines what your other men do. If you throw a pass, 
you control the quarterback until the pass is released, 
after which control shifts to the pass receiver. 

In Super Football , you can play against the comput¬ 
er or another person in a 5-, 10-, or 15-minute 
game. In the one-player mode, shorter 



nied by somewhat less proficient computer teams, thus 
providing suitable opponents for both casual contend¬ 
ers and football fanatics. 


that I knew all the plays and their respective numbers. 

The scoreboard at the top center of the screen con¬ 
tains all game information, and the score areas turn into 
the play selection box between downs. 

While Super Football doesn’t have high-end c 


stick control, and overall playability are simply < 
standing. You actually can control exactly where a pass 
is thrown, a feature found in few other video football 


‘It’s not whether you win or lose; it's how you play 
the game," was never more true than in Super 
Football. Win or lose, the game is 
addictive, exciting, and fun- 
Tom Gillen 
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'W'W J hen the folks at l.ucasl'ilms ("Star Wars." 

\A/ “The Empire Strikes Back,") decided to get f 

V T into video games, they pulled out all the £ 
stops to make sure that their games would maintain £ 
their already excellent reputation -and they succeed- i 

Lucasfilms' first game. Ballblazer . is a futuristic | 
sports contest for one or two players. In the game, you | 
guide your Rotofoil, a speedy one-person hovercraft, g 
over a gigantic checkerboard playing field con • . : 

control of the Plasmorb, floating ball, and fire it j! 
between a pair of moving goalposts. 

The screen is spin m hall horizontally with one ha!! 
showing your view and the other half showing your 
opponent's view. Of course, since you can see the whole S 
screen, you can see yourself—and your opponent - £ 

from both viewpoints. This makes the game ideal for | 

You use your joystick to maneuver and try to steal \ 
the ball from your opponent. Once you have the ball, }* 
you must move your Rotofoil quickly downfield toward |< 

T "our afterschool job at a factory is totally rad — 
a skateboarder’s dream come true. You cruise 
A through miles of halls and tubes in the factory 

3 at the end of the day, shutting off all the machines and 

3 lights—and get paid to do it. 

1 Naturally, there’s a catch. Your pay depends on how 

■j much power you save. And you’ve got to be out by 5:15 
j p.m. to make that Skateboarding Championship to- 

To get going, you run by pressing the joystick right or 
d left, and hop on yqtfr board by pressing the button. 

:j Once on the board, you keep moving in the same direc- 
;! tion unless you change cows? by* tapping the stick the 
;! opposite way—lik^whCn-you come to a wall—or get off 
•I by tapping down onthe stick twice. 

As you speed through the factory, passing a machine 
!• turns itjlff, but you haveSo jump (tap the stick upto to 

ft tutft tfffthe light bulbs. You aTsoltqye to jump when ydu 
;! pass a machinb.that’s already off; otherwise it goes back 

■; gSSBhe factory is orte giant maze! Qfi|nt tubes are fUS 
only way to get from floor to floor. To ride ai tube, just^ 
.‘gfcfiTuch (joystick d&wn) when you come to it. Jumragga 

ball between them can be a real challenge. g 

A goal is worth from one to three points. You get one < 

point for a close-in shot, two points for a more distant \ 

shot, and three points lor a success! ul shot when you 
can't see the goalposts which isqmcs .1 trick' 

The graphics and sound arc re.tlh sensational. The 
moving checkerboard goes a. realistic ' L) perspective 
and sensed motion and the throbbing sound track and 
audio effects keep the excitement level high Your 
adrenaline will really flow as you watch the clock wind 
down from three minutes to zero Arid it you can't finda 

vottr mettle to the limit 1 his game belongs in \our 
library! Wayne Wharton 

;! on an assembly line Will really max out your speed! but 
be careful; or the machine will flatten you like a road 
;! pizza. Hint: turn off the assembly lines early; they use 
■\ tljoncost power. 

Ebok at the bottom of the screen to see how radical 
you trply are. The left meter shows the power consump- 

*! off yet. The middle meter shows how much power has 
■J been used since you started, while the right meter ticks 
‘| away the time. Hint; forget about the meters and pay 
\* attention to your cruisin’. Remember, the faster you 
:! finish, the less power is used, and the more you get paid. 

V So what are you waiting for. Dude—start cruisin'! 

Paul Pitman 

£T 

9r\ rl 
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O erns, past a firey volcano, and under the leafy 
cover of a steaming jungle, a small group of 



Your adventure begins on the Paths screen which 
shows your first friend and the six Danger Zones 
through which you must pass to reach the treasure in 
the Evil Master’s castle. You select a path—red or 
green (hint: start with green)—and press the fire button 
to enter a Danger Zone. 

Once in a Danger Zone, the various creatures imme¬ 
diately begin to attack your friend. With your joystick 





fast growing voracious plants spring from the ground in 
your friend’s path. 

For an extra challenge (and 1000 bonus points), you 
can try shooting the Evil Master’s Eye that appears 

the tale unfold. Wayne Wharton 
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joystick forward. You lay rubber and hit 100 in no time. 


they’re lethal if you hit em’ at this speed. 

Hear that tune? No, it’s not the Beach Boys; it’s a 
warning of water ahead. Don’t panic. Just hit the but¬ 
ton and you’re airborne over the channel. Oh, sure, 
there might be a causeway alongside the water to save 



Your car will do from 20 to 220 mph; your speed is 






























INTRODUCING TELEGAMES GAME CARTRIDGES 
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One of the best variations on 
Breakout yet developed. Off The 
Wall features a various characters 


you control as they rush from side to 
side across the bottom of the screen 


Complicating your job are creatures 
which flit about, a dragon on the 
other side of the wall (worth big 


caught, change the speed, path, and 
destructiveness of the ball. Highly 
addictive and great fun! 


Radar Lock wo, 

Prepare yourself for the hottest 
aerial combat action game ever of¬ 
fered for the 2600! Radar Lock, pro¬ 
grammed by the award-winning de¬ 
signer of Solaris , combines a 
multitude of high action flying tech¬ 
niques with plane to plane dog 


Mean 18 Golf 

(7800, XE) 



Get set to play the challenging 
Pebble Beach Golf Course in Acco¬ 
lade’s realistic and popular golfing 
simulation. One to four players can 
choose their clubs and try for par in 
this highly playable game. Avoid 
hazards such as sand traps, water, 
and the rough on your way to the 
green. The first person perspective 
changes to a detailed overhead view 
when you near the hole to help you 
sink your putt. With its sensational 
graphics and realistic sound effects, 
Mean 18 is video golfing at its best! 


game play, Xenophobe has a two- 
player option that allows you and 
your friends to compete or work to- 

Xenophobe is loaded with extra 
features: collect items left behind by 

weapons to help you fight the aliens 
at higher levels of play. Use the ele¬ 
vator to get to any of the four play 

With its high-action shooting, bo¬ 
nus items, great graphics, spectacu¬ 
lar animation, and out of this world 
music and sound effects, Xenophobe 
has it all! 


Midi-Maze m 

and weaving your way through cor- 




22 Atarian, July/August 1989 


















































Asteroids woo. xei 

For better protection from 
UFO’s, break up all the large aster¬ 
oids into tiny ones. Only use hyper- 
space in real emergencies, because 
you can easily die upon re-entry. For 
a longer game and more fun, don’t 
play for a high score, but play like 




Choplifter! 


(7600) 

tank by flying to it (fly left), then 
returning to the barrier of Atari lo¬ 
gos (fly right), and then go get the 
hostages (fly left). 

Patrick Johannes 
Rockton, IL 



On the second sortie, I found the 
best way to avoid the aerial mines 
that home in on your chopper is to 

top of the screen. 

Tarik Hogarth 
Los Angeles, CA 

must be as fast as possible if a fighter 
is about to bomb you. 

Elverta, CA 


If you are fast enough, you ca 
make Bentley go up and down a 

Rob Armitage 
Los Altos, CA 


Desert Falcon psoo) 



the Howling Sphinx increases dras¬ 
tically. Trying to get through these 

to these levels, use warp speed to 
quickly get to the Howling Sphinx 
and bonus round. You can activate 
warp speed with the hieroglyph 
combination Bird-Cane-Bowl (or 
any of Five other combinations on 
page 18 of the May/Jun ’89 Atar- 

Jerry Faust 

San Antonio, TX 


PacMan family imd 


eaten because you go faster in these 
empty corridors. 

Eric Lambeth 
Springfield, MO 
Although it is possible to develop 
a pattern to clear each board, my 
approach is to mentally divide the 
playing Field into four quarters and 
clear each one completely before 



If you save the power pill until you 
have almost Finished the quarter, the 
four goblins will tend to group 
together and you have a good chance 
of getting three or four of them. 

Mike Hudson 
Albany, NY 



around Illuminar and start moving 

May/Jun issue of Atarian , we rec¬ 
ommended a strategy of planting 
trees in the four corners of the screen 

works best for you.) 


/e around the sc 

Jeremy Wilburne 
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SUPER BREAKOUT 

A=S5~~ 




of bricks with a paddle that you move back and forth 

Idloclc^^ouUnew'wa^entcr^at^r^reMivdy fester 



up, and the angle at which the ball bounces off the 


through the top row of bricks, the paddle is reduced to 


m 


S.___ 

play, you get double the normal score for each brick hit. 

In Cavity Breakout, two balls bounce around inside 

a third ball to release one of the captive balls. Bricks are 
then worth double and, when the third ball is freed, 

(up to eight players in the XE version), and the 2600/ 

already have this classic cartridge, you should. 
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Get the A TARI Advantage! Collect Games Win Prizes 
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Our goal is to preserve classic video game magazines 
from years gone by before they are lost forever. 

Thanks goes out to everyone who makes this possible. 
Starting with the original writers and editors, 
to all the people involved in acquiring and 
digitizing these magazines. 

People interested in helping us out. 
in whichever way possible. 

Either by donating magazines, scanning, 
editing or helping in the distribution, 
visit us as www.retromags.com 

We are only interested in preserving magazines 
which are at least 5 years out of print. 

We have no desire, nor intent to profit 
from these scans in any way. 

So please, 

if you come across people trying 
to sell these releases. 







